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The Disturbance RPG system features unlimited 
level, skill. and character attribute advancement 
without a class structure. The game is designed to 
be compact, portable. and for experienced gamers. 
Need for a large rule book has been removed by 
making the character sheet. maps.i1 and hex paper 
available online as PDFs- This leaves a slim 6x4 
book that.i along with two 10-sided dice, a pencil, 
maps and/or character sheets. will fit in one 
pocket if needed or wanted- A calculator may be 
required at timesi depending on math skills- This 
book includes the core rulesi basics for the first 
of three RPG time periods: an introductory 
adventure, and arena. 

All three RPG time periods fall on the 
Disturbance Timeline: 2000 years of fictional 
human history starting in the 21st century. They 
will use the same character sheet.i combat system 
and skills- Each print book will have one PDF 
expansion to elaborate on the period. 

The first time period, The Post-apocalyptic, 
takes place from after current world governments 
fall until the United Earth Federation starts their 
conquest of Earth in 2340- The second. the Space 
Opera World.i takes place from after the capital of 
the UEF is nuked. bringing an end to their hold on 
the solar system.i until genetically modified food 
brings about the death of all humans in the solar 
system- The third RPG period picks up the story of 
the remaining humans on The Last Stop and their 
fight to survive in a hostile environment against 
alien creatures. 

Character sheet, hex paper. full size maps. and 
more at www-ephiroll.com. 
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A century of change has transformed society. 
Airborne Ebola and panic killed 300 million from 
2031-32, the Greenland ice sheet collapsed in 2040, 
and Erebus hit Antarctica in 2115, melting the ice 
cap- A nuclear war for resource control ended in 
Clebh with every country in the world devastated by 
environmental and man made horrors- Governments 
fell as the population plunged and_= survivors 
returned to a sustenance and/or scavenger 
lifestyle. Gold dust. gained through hard work or 
blood.i becomes the only thing that would buy what a 
person needs- Unknown to those descending into it, 
this dark time will last 200 years and end in yet 
more war. 

CORPSEVILLE- The city of cannibals got its start 
long before the Resource War when the United States 
sat up a tent city to house refugees from the 
flooded eastern coast. Food ran out after the 
government fully collapsed years later and mayhem 
began soon after- A gang. The Reapers, took control 
and began hunting nonmembers for food- By the time 
the nuclear winter ended in 2124. a shack city had 
replaced the tents and herded humans had replaced 
starvation. The cannibals expanded their territory 
to everything east of Denver by 2305- An alliance 
stopped their advance. burned the city. dispersed 
the survivors, and freed their slaves in 2315.- 

DENVER- The city survived without much of the 
damage other cities withstood- They were far from 
either shore for invasion or flooding. and there 
were more worthy places to nuke- Increased warmth 
lengthened their short growing season. and with 
greenhouses. those remaining in the area were able 
to live well- The area grew into a powerful city- 
state by 2250 and began a rivalry with Yellowknife 
to the north that lasted until the clone armies 
marched south- 

NEW YELLOWKNIFE- The thing that made Yellowknife 
a chore to visit before the population collapse 
protected it afterward: Distance- Already well 
known to scientists. they flocked to the safe haven 
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once things turned sour- The only thing that kept 
it from being the first new city-state was its 
leaders not wanting the title- That changed once 
they saw the prestige bestowed upon Neo Moscow and 
the other first new city-states- Their change in 
leadership strategies led to the creation of the 
United Earth Federation in 2340 which united North 
America under one flag with their army of clones. 
The city would lead the world in technological 
innovation until being nuked to oblivion in 247k. 

TRINIDAD- People moved upward as the waters rose; 
and this safe haven became the largest settlement 
in South America by 2135- Howeveri a= central 
government never survived and the continent 
remained in turmoil as rival cartels fought for 
control until the UEF"’s clone army added them to 
the Federation’s holdings in 23584. 

NEO MOSCOW- With huge areas of once landlocked 
land, Russia came out of the floods in a better 
position than others- They sat at the forefront of 
the hostilities during the Resource War. and took 
several nearby nuclear’ strikes- Luckily. their 
missile defense system protected the center of 
Moscow. Meanwhile. Europe, all the way to the 
tallest of London’s buildings sticking from the 
water, had become a radioactive wasteland. 
Muscovites renamed the city Neo Moscow in 2200 when 
they announced they"’d regained control of much of 
the territory lost when the government collapsed in 
2129. They took over most of Asia before New 
Yellowknife"’s clone army forced them to sue for 
peace and join the UEF in 23784. 

BHOPAL- Once = again, people of the Indian 
subcontinent moved inland when the ocean swallowed 
cities as told in legend. Bhopal became one of many 
fledgling city-states in Asia which retained a 
large population. They brought southern Asia under 
their control. but fell to the clone army shortly 
after the Russians did.- 

KINSHASA- Not having nukes to launch at others, 
most African nations avoided the effects of such 
weapons, except for the two years of nuclear winter 
that ended in 2128 with renewed warming. A fluke of 
luck gave the city more rain as the Sahara expanded 
to the north- The population continued to _ grow 
while dozens of warlords killed millions in 
attempts to seize power of central Africa. 
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THE DEAD ZONES= Russia launched nearly their 
entire fleet of missiles at Western Europe. the 
United States, and China when the Resource War 
began. Most hit since the floods had disrupted 
their carefully crafted defense systems. They 
irradiated all of Europe. a quarter of China. and 
both American coasts before the warheads stopped 
exploding- However, the Russian population took a 
beating from retaliation strikes and the government 
collapsed soon after those they had nuked- These 
zones are only inhabited by twisted. deformed plant 
life. The radiation will kill unprotected 
characters- Much loot can be found in these areas, 
but it is radioactive if not in a_= protected 
environment. 
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ATTRIBUTES 

Characters start with ?0 attribute points to 
distribute- No attribute can be lower than 1- 

Brawn (BR): <A’ character's physical = strength. 
Modifies melee damage rolls and throwing range. 

Vigor (VI): A character's overall health. 
Modifies number of HP gained per level. 

Alacrity (AL): A character's speed- Determines 
how many meters they can move during a combat turn. 
Modifies armor class and combat order. 

Balance (BA): How well a character stays on their 
feet- Modifies critical combat rolls. 

Logic (LO): How much a character knows and can 
learn- Modifies skill points gained per level. 

Wit (WI): How quick a person can think on the 
spot and problem solve- Modifies critical skill 
rolls. 

Charisma (CH): How likeable a character acts. 
Modifies reaction rolls. 

Beauty (BE): How good a character looks- Modifies 
critical reaction rolls. 

Vision (VS): How well a character sees- Modifies 
ranged attack rolls. 

Luck (LU): How much luck a character has. 
Modifies everything. but its modifier is halved and 
rounded down to the next whole number. 


ATTRIBUTE MODIFIER TABLE (PAGE 54) 


OTHER IMPORTANT NUMBERS 

Armor Class (AC): How hard a character is to hurt 
in combat- Total of armor and modifiers. 

Experience Points (XP): How far a character has 
advanced. 

Hit Points (HP): How much health a character or 
NPC has- All characters start with 30+2D10+Vigor 
modifiert+tLuck modifier HP- They fall unconscious at 
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O HP and die at -20- If not healed. they lose 1 HP 
every 5S minutes they lay unconscious until they 
die- All characters gain D10/2 (rounded up) HP per 
level modified by their Vigor and Luck- Characters 
can fully heal by resting for & hours- When 
advancing a levels fully healed characters keep 
their full HP. but a wounded character remains at 
their current HP until healed by other means. 

Meters Per Turn (MPT): How far a character can 
move in a combat turn- Equal to Alacrity and 
modifiers. 


FOOD AND WATER 

Food and water are optional mechanics depending 
on how hard of a campaign the game master wants- 

Food: Each character will need 3 energy bars. 2 
cans of food, 1 condensed food pack. or -5 kg of 
meat from any source per day to survive- Each day 
without food results in the character suffering -1l 
to Vigor. Alacrityi and Logic. incurring § any 
penalty that results. The character is rendered 
unable to move once any of these reach O and will 
die if any attribute goes into the negative. A 
character will fully recover in one hour after 
getting proper food. 

Water: A character needs 1 liter of water every 
day- Their maximum number of HP are reduced by 15 
every day they do not have proper water- They fall 
unconscious if this falls to O and die if it 
reaches -20- One canteen of water does not count 
against carrying capacity. Any water past the first 
canteen counts against carrying capacity and must 
be in a container. Dehydrated characters fully 
recover in one hour after getting proper fluid. 


GOLD REWARDS 

Characters” main loot will be items. Enemy NPCs 
have little gold. having spent most of it on food 
and weapons- Gold rewards will vary depending on 
how easy or hard the game master wants the campaign 
to be- They should average 2D10x-1 grams of gold 
dust per quest/mission divided among all 
characters- Gold rewards are not rounded- Any odd 
1Oths should be given to the character with the 
least. Luck modifiers are applied at -1l1 per 1 after 
the award is divided- 


EXPERIENCE REWARDS 
NPCs/enemies are worth 10 XP per level per kill- 
All XP awards are divided by the number of 
le 


characters in the party and are rounded up to the 
next whole number. Any noncombat awards” are 
determined at the end of the mission and divided 
the same way- Actual XP awards are determined by 
how fast the game master wants the characters to 
progress- 5 XP per enemy level is recommended for a 
slow campaign. 10 for a regular campaign. and 20 
for a faster campaign. 


LEVEL ADVANCEMENT TABLE (PAGE 54) 


SKILLS 

Success is determined by taking the character's 
adjusted skill %1 adding or subtracting any outside 
modifiers, and rolling equal to or less than that 
number on a 2D1L0 percentile roll. 

All skills start at 10%- Characters choose two 
skills for a 20% bonus. representing what’ they 
focused on before starting their adventure. They 
get SO skill points modified by Logic and Luck to 
distribute at creation and gain 5 points per level 
modified by Logic and Luck- At level 2, 10 skill 
points can be used to raise an attribute by one 
point. Points can be saved for any length of time. 


SKILL ADVANCEMENT TABLE (PAGE 54) 


RADIATION 
Much of the world has been polluted with 
dangerous radiation. Invisible and silent, 


characters must be careful when approaching 
radioactive ruins- Characters suffer zero effects 
when their rad level is below 100- They must have a 
Geiger counter to measure their dose- If not. the 
game master tracks their exposure and characters do 
not know their rad amount until they suffer 
penalties. Radiation suits cannot be worn over 
armor and their AC is O- Minimum MPT is O- Minimum 
max HP is l- 


Low exposure: 1-99 rads an hour. 
Med exposure: 100-199 rads an hour. 
High exposure: 200+ rads an hour. 


Exposure Modifiers: 

100+ rads: -2 MPT. -10 max HP 
300+ rads: -4 MPT. -2c0O max HP 
600+ rads: -bh MPT. -30 max HP 
1200+ rads: -& MPT. -b0 max HP 
2500+ rads: -10 MPT. -90 max HP 
3500+ rads: death 
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Even the poorest. unskilled.s person will fight 
with their hands if they have no choice. 

Combat order- Combat starts with players rolling 
to determine in what order everyone attacks during 
the turn- The game master can roll for NPCs alone 
or in groups- This will only be done once. 

Combat turn- 5 seconds of time during combat, all 
characters not prone or unconscious can act. 


What a character can do in What a character cannot do: 


a Single turn: 


Reload a weapon and 
attack. 

Use a healing gel. a 
skill. or start using a skill 


Move maximum MPT- 

Attack. 

Move half their MPT and 
attack. 

Switch between primary 
or secondary weapons and 
attack. 

Make one called shot or 
special unarmed attack- 

Make a driving skill 
check- 


that takes more than one turn- 


Switch to a weapon from 
their pack. 

Change armor. 

Use an item labeled 
unusable in combat. 
Anything else that 
would take more than 5 
seconds of time. 

If a character insists 
on doing something to 
put themselves at risk, 
the action takes 3 
combat turns and 
attacks directed at 
them for that time have 
+100 to hit. 


Attack modifiers- Weather, 


distance, 


and called 


shots will affect a character’s ability to hit 


their target- All modifiers 
each other and any modifiers 


are cumulative with 


from the critical 


table. Called shots to an arm or leg must specify 
left/right. Non-damage effects from called shots 
last until the end of combat- Example: A character 
in light rain. shooting from a_ vehicle at 
someone’s head 35 meters past their weapon’s range 
has a -1l25 modifier to their attack- If the 
character hits a critical, and rolls a Y on the 
critical table. he/she will do x? weapon damage- 


ATTACK MODIFIERS (PAGE 55) 


CALLED SHOT DAMAGE TABLE (PAGE 55) 
Ly 


NOISE 

Sound rules are kept simple and are up to the 
game master depending on the situation- Characters 
do not attract extra attention unless they use 
explosives or firearms- Balance checks should be 
used for those trying to move silently- 


WEAPONS 

There are slots on the character sheet for two 
primaries and two off-hand weapons- Characters can 
switch between these weapons without penalty- Off- 
hand weapon slots are only used if the character is 
using duel weapons or a shield. 

Melee and unarmed: Characters must be within 1 
meter of their target to initiate an attack- These 
weapons never run out of ammoi but cannot be used 
from a vehicle. 

Explosives: Maximum range of 10 meters modified 
by Brawn- Powerful, but only the weakest can be 
bought. Characters must make their own for full 
effect. 

Pistols: Maximum range of 20 meters- These are 
the only weapons useable from an unmodified 
motorbike. Small. cheap. and easy to keep supplied 
with ammo compared to other weapons. 

Bows: Includes crossbows- Maximum range of 25 
meters. Silent and potentially powerful. but 
limited range. ammoir and rate of fire- All 
arrows/bolts have different chances of recovery 
after combat. 

Shotguns: Maximum range of 30 meters- They are 
deadly at close range. but their ammo is more 
expensive and heavier than for any other weapon. 

Assault rifles: Maximum range of 100 meters- No 
other weapon can put as much damage downrange as 
quick. but no other weapon is as unsteady- 

Rifles: Maximum range of 300 meters- These have 
long range and lots of damage. but low capacity and 
rate of fire. 


WEAPON STATS 

Damage (DAM): How many D10 to roll for damage 
after a successful attack- D10/2 means DIO divided 
by e2- This is rounded up to the nearest whole 
number- Thrown explosives do % DAM to anything 
within 1 meter of the hit. 

Modifier: How the weapon affects attack rolls. 

Weight: How much the weapon weighs. 

Ammo: How many rounds the weapon holds.- 
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Rate of Fire (ROF): How many times a character 
can attack every combat turn with the weapon. 

Hands: How many hands a character needs to work 
the weapon. 

Mods: Weapons can have up to three modifications. 
Higher level mods replace lower level ones. 


ARMOR 

Armor is important to any character intent on not 
being robbed. killed. and maybe eaten- There are 
several pieces of armor a character can wear. and 
some take up multiple slots- A character’s AC is 
the total of their armori modifiers1 and _ any 
shield. Worn armor does not count against carrying 
capacity, but extra carried pieces of armor do- 
Each piece of armor can have one modification. 
Higher level mods replace lower level ones. 

Shields: These can offer protection, but at a 
cost since the character must pay attention to the 
fight and move to use them properly- They are 
equipped in the off-hand weapon slot instead of an 
armor slot. Only a character using a single-handed 
weapon can use a shield. Shields cannot be used 
inside a vehicle and are not counted if the 
character is being attacked from the back. 


MOB RULES 

At timesa characters may find themselves 
surrounded if fighting a large number of melee 
enemies- A maximum of b melee opponents can attack 
any single character. Others cannot attack until 
someone falls or moves- Anyone attacking someone 
surrounded by 4+ does so at -30 modifier. 


MOB RULES DIAGRAM (PAGE 54) 
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VEHICLES 


Travelers stand little chance if they are not 
faster or more protected than hungry animals, 
raidersi cannibals. and strongmen. 


VEHICLE STATS 

Name: Name of the vehicle. 

AC: The armor class of the vehicle. 

HP: How much damage the vehicle can take- They 
stop running at O HP and become unrepairable at 
-200 HP- Armor Repair recipes repair their damage. 

Modifier: Any driving modifier the vehicle gives. 

Exposure: How much the vehicle protects’ the 
passenger(s)- The percentage represents how much 
damage the people in/on the vehicle take from 
damage directed at the vehicle. The damage received 
is divided amongst all on board. 

Top speed: The vehicle's top speed in kph- Each 
type of vehicle accelerates at a different rate but 
all can stop in 1 turn. 


KPH TO METERS PER TURN TABLE (PAGE 55) 

Fuel: Type of fuel and maximum capacity- 

Type: Motorbike Y-wheeled.i large. and military 
vehicles are the types- What. if any. the character 
can operate depends on what they put points into. 
Each vehicle has advantages and disadvantages. 

KPFU: Kilometers per fuel unit- How far the 
vehicle can travel on a liter of liquid fuel. one 
battery charge. or other single unit of fuel. 

Weapons: The weapons mounted on a vehicle- Each 
vehicle weapon must be manned by character(s) other 
than the driver when moving: 

Storage Capacity: How many kilograms of equipment 
can be stored in the vehicle. 

Mods: Modifications added to a vehicle- A higher 
level mod replaces a lower level one- 


MOTORBIKES 
This category covers quads and bikes- They can be 
fitted with up to stage 3 mods but not any vehicle 
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weapons. Passengers can only attack with pistols at 
-10 to hit- They take 5 seconds to reach top speed. 

Unibike: Two seats and an engine mounted on a 
large. solid rubber wheel makes this the simplest: 
and most dangerous, bike available. Seats 2- AC: 20 
HP: 100 Modifier: -20. immune to flat’ tires. 
Exposure: 60%- Top speed: 130 kph- Fuel: Gas/e 
liter tank. KPFU: 150. Storage: QO. 

The Kido: A small bike good enough to get from 
one place to another- Seats c- AC: 5S. HP: 100. 
Modifier: -10- Exposure: 7?70%- Top speed: SO kph. 
Fuel: Gas/2 liter tank- KPFU: 200- Storage: O. 

The Dirt Streak: A larger bike that is much 
faster and tougher than the Kido- Seats 2- AC: 1O- 
HP: 200- Modifier: O- Exposure: bLO%- Top speed: a0 
kph- Fuel: Gas/3 liter tank. KPFU: 150. Storage: QO. 

The X Quad: The smallest quad bike. but well 
balanced- Seats c¢- AC: 10- HP: 300- Modifier: O- 
Exposure: 50%- Top speed: 100 kph- Fuel: Gas/5 
liter tank. KPFU: 100- Storage: 20 kg. 

Mule Quad: A tough quad that can take a beating. 
Seats 2- AC: 5S. HP: 4OO- Modifier: O- Exposure: 
50%. Top speed: bLO kph- Fuel: Gas/b liter tank. 
KPFU: 0- Storage: 40 kg- 

The Racer: The most manageable motorbike 
available- Seats e2- AC: 2O0- HP: 2COO- Modifier: +10- 
Exposure: 50%- Top speed: 40 kph- Fuel: Gas/e 
liter tank. KPFU: 120- Storage: QO. 

Bull Quad: The toughest bike with the most extra 
storage- Seats e2- AC: SS. HP: SOO- Modifier: +10. 
Exposure: 50%- Top speed: 70 kph- Fuel: Gas/b liter 
tank- KPFU: L0O0- Storage: 4&0 kg- 


4-WHEELED 

This category covers cars, dune buggies. and 
trucks with four wheels- Four or more people can 
ride in one- They can be fitted with up to stage 5 
mods and one weapon- They take 10 seconds to reach 
top speed- 

Ratrod: A motley crew of automobile pieces 
assembled into a vehicle- Seats 4- AC: 5. HP: 400. 
Modifier: -10- Exposure: 40%- Top speed: 40 kph. 
Fuel: Gas/20 liter tank- KPFU: SO- Storage: 40 kg- 

Farm Truck: A tough, but slow.i truck. Only the 
driver and one passenger can sit in front- Other 
passengers must sit in back- Seats bh- AC: Q- HP: 
LOO. Modifier: -10- Exposure: 30%- Top speed: 45 
kph- Fuel: Gas/25 liter tank. KPFU: 30- Storage: 
300 kg- 

Dune Buggy: A rail buggy that provides little 
cover- Seats 4. AC: 15- HP: 400- Modifier: QO. 
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Exposure: b0%- Top speed: 80 kph- Fuel: Gas/15 
liter tank. KPFU: bO- Storage: 50 kg- 

SUV: A solid truck that provides good cover and 
storage- Seats b- AC: O- HP: @400- Modifier: QO. 
Exposure: 20%- Top speed: 50 kph- Fuel: Gas/bO0 
liter tank. KPFU: 25- Storage: 250 kg. 

The Dustinator: A fast AWD rally car- Seats 4. 
Ac: 20. HP: &£O0- Modifier: +10- Exposure: 30%- Top 
speed: 130 kph- Fuel: Gas/20 liter tank- KPFU: SO. 
Storage: 25 kg- 

Destruction X: A large. AWD. off-road truck. 
Seats 4. AC: 5S. HP: L000. Modifier: +10- Exposure: 
20O%- Top speed: 70 kph- Fuel: Gas/50 liter tank. 
KPFU: 20- Storage: 250 kg- 


LARGE 

This category covers any civilian vehicle with 
more than four wheels- They can be fitted with up 
to stage 4 mods and two weapons- Passengers cannot 
fire from a vehicle if they cannot see. such as 
those in the rear of a closed truck- These vehicles 
take 15 seconds to reach top speed. 

Flatbed: A truck with a flat. steel bed good for 
the construction of a mobile fort- The driver and 
one passenger can sit in front- Seats le- AC: O. 
HP: 1500- Modifier: -20- Exposure: 20%. Top speed: 
SO kph- Fuel: Diesel/?0 liter tank- KPFU: 14. 
Storage: 700 kg- 

Panel Truck: A truck with a large. enclosed. rear 
storage compartment. The driver and one passenger 
can sit in front- Seats le- AC: O- HP: Ib00- 
Modifier: -20- Exposure: 20%- Top speed: SO kph. 
Fuel: Diesel/?70 liter tank- KPFU: 20- Storage: 100 
kg- 

Armored Truck: A truck once used to move money 
between banks- The driver and one passenger can sit 
in front- Gun ports allow those in the rear to 
shoot out- Seats 4- AC: 10- HP: -2O000- Modifier: 
-10- Exposure: 15%- Top speed: 40 kph- Fuel: 
Diesel/100 liter tank. KPFU: 20- Storage: 400 kg- 


MILITARY 

This includes all armored vehicles. They can be 
fitted with up to stage 5S mods and two weapons. 
Passengers cannot fire from a vehicle if they 
cannot see to shoot, such as those in an enclosed 
compartment. They take 5 seconds to reach top 
speed- 

Armored Personnel Carrier (APC): A lightly 
armored troop transportation vehicle- Has gun ports 
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so those inside can shoot out- Seats b- AC: 2O0- HP: 
2500. Modifier: O.1 immune to flat tires and storage 
cap reductions from weapon installation. Exposure: 
15%. Top speed: SO kph- Fuel: Diesel/140 liter 
tank. KPFU: 15- Storage: 100 kg- 

Bulldog: A small military tank- No gun ports for 
passengers- Seats 4- AC: 30- HP: 3500. Modifier: O, 
immune to flat tires and storage capacity 
reductions from weapon installation- Exposure: 10%. 
Top speed: 35 kph- Fuel: Diesel/120 liter tank. 
KPFU: 10- Storage: 50 kg- 


VEHICLE WEAPONS 

These weapons can only be fired when mounted on a 
vehicle- Characters have a base chance of 50% to 
hit modified by vehicle mods.1 Vision. and Luck. 
Unless noted. all vehicle weapons fire in the 
direction they are mounted and have a range of 300 
meters. Orientation must be specified when the 
weapon is installed. These weapons can be repaired 
with the Repair Weapon recipe if they break on a 
critical failure- 

Damage (DAM): How many D100 to roll for damage 
after a successful attack. Explosive vehicle ammo 
does half damage to anything within 3 meters of the 
hit. 

Modifier: Any modifiers the weapon has- Can be 
attack, distancei capacity. or other modifiers. 

Weight: The weapon's weight if not mounted. 

Ammo: How much ammo the weapon holds. 

Rate of Fire: Number of times the weapon can fire 
during a combat turn. 

Crew: Number of people needed to operate the 
weapon (one cannot be the driver). 


WEAPON FIRING ARC DIAGRAM (PAGE 55) 


SIDESWIPING ANOTHER VEHICLE 

Sideswiping is an option. but both vehicles and 
drivers are at risk- Both vehicles take 2D1L0 damage 
and both drivers must make skill checks to keep 
control- The larger vehicle checks at +10 per size 
difference, the smaller one at -10 per_ size 
difference. Failure means rolling on the Loss of 
Control Table- Example: A flatbed sideswipes a 
ratrod, both take 2D10 damage- The flatbed driver 
rolls a skill check at +10 to keep control. and the 
ratrod driver makes one at -10- 


LOSS OF CONTROL TABLE (PAGE 57?) 


cO 


YT hav A.~Y i ae — . ome ot a a. 
TYPES OF ROLLS 


Combat and skill rolls are 2D10 percentage rolls 
with a range of OO-99- Other rolls are made with 
the indicated number of DLO and added together 
with a range of 1-10 for each die. 

Attack roll: A roll against an opponent's AC. 
Success is determined by subtracting the defender’s 
AC from the attacker’s skill percentage and rolling 
2D10- A roll equal to or less than the modified 
number is a hit. 

Attribute roll: A 2D10 roll made against a 
character's attribute- A 2 is always a success. a 
20 always failure- Used when the game master needs 
to determine something not covered in the rules 
elsewhere. Only Luck modifiers are applied to such 
a roll. Example: Game master determines a character 
must pass Alacrity and Brawn checks to make a 
difficult long jump. 

Combat order: Order in which everyone attacks 
during a turn- D1O is rolled.i modified by Alacrity. 
Everyone attacks in order of highest to lowest. 

Critical roll: A roll to see what result the 
player gets from a OO or 49 result- Only natural; 
non adjusted, rolls count as critical rolls. and 
others are normal hits or misses- Both attack rolls 
and skill checks have critical success or failures. 


CRITICAL SUCCESS TABLE (PAGE 5b) 
CRITICAL FAILURE TABLE (PAGE 5b) 
SEVERE HIT TABLE (PAGE 5b) 

LOSS OF CONTROL TABLE (PAGE 57) 

SEVERE LOSS OF CONTROL TABLE (PAGE 57) 


Damage roll: A roll to see how much damage a 
successful attack does. 

Reaction roll: A roll to see what reaction a 
character gets if they fail to influence someone. 


FAILED REACTION TABLE (PAGE 5b) 


Critical reaction roll: A roll on the critical 
reaction table. 


CRITICAL REACTION TABLE (PAGE 5b) 


Skill roll: A roll against a character’s skill- 
cl 
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COMBAT SKILLS 

Ambidextrous: A character’s skill with a weapon 
in their off-hand. The off-hand weapon must be the 
same type and same size or smaller than their 
primary weapon if using both at the same time. 

Assault Rifle: A character’s skill with automatic 
and semi-automatic weapons. 

Bow: A character’s skill with archery weapons. 
Includes crossbows. 

Dirty Move: This is a special attack a character 
can make instead of their normal attack- Examples 
are kicking dirt in the opponent’s face. turning to 
put the sun in their eyes. or moving so that an 
object tangles the enemy’s attack- It does _ no 
damagei but if successful. the enemy cedes their 
next 2 turns of combat. 

Dodge: This is a character’s ability to avoid 
attacks- 1/10 of this skill"s value is added to the 
character’s AC once it reaches 30%. Example: 50% in 
dodge gives a +5 AC modifier. 

Explosives: A  character’*s skill with thrown 
explosives such as grenades and Molotov cocktails, 
and their chance to complete an Explosives recipe. 

Melee Weapons: The character’s skill with melee 
weapons. 

Pistol: A character’s skill with pistols. 

Rifle: A character’s skill with rifles. 

Shotgun: A character’s skill with shotguns. 

Unarmed: A character's chance of making a 
successful attack with their bare hands or unarmed 
weapon such as brass knuckles. Bare fists do D10/2 
damage and have 2 ROF- Special attacks can be made 
with a reduced chance of success and are up to the 
player. The game master slides the difficulty as 
they see fit- Only one special attack can be made 
per turn. 


EXAMPLES OF SPECIAL UNARMED STRIKES 
(PAGE 5?) 
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HEALING SKILLS 

Doctor Training: A character’s ability to tend 
major wounds. A successful check will return an 
unconscious character to 20 HP or heal 4D1L0xb HP.- 
Takes 2 combat turns. Each use requires 3 sheets of 
gauze -5 roll of medical taper 1 pain pill. and 1 
antibiotic. 

First Aid: A character’s ability to ease minor 
wounds. A successful check heals 2D10xe HP. takes 
one combat turn, uses 1] sheet of gauze. -25 roll of 
medical tape. and 1 aspirin. 

Herbal Lore: A character’s ability to find useful 
plants in the area and chance to complete an Herbal 
recipe- Each skill check represents 30 minutes of 
searching without combat and is modified by the 
environment. Forest +10, Plains QO. Mountains -10, 
Swamp -10, City/Town -20., Desert -40. 


SUCCESSFUL HERBAL LORE TABLE (PAGE 57) 

Wound Mitigation: A character’s ability to treat 
fresh wounds instead of fight during a combat turn. 
Both hands must be free and intent to use the skill 
must be stated before any attacks are made that 
turn- One skill check is required for each turn 
used- All damage received by teammates is reduced 
by L/4 of the % of the skill value if successful. 
Each use of the skill requires 5 sheets of gauze 
and -5 roll of medical tape- Supplies are used even 
if the maximum amount of damage is not prevented, 
but not if the skill check fails. Example: A 
character with b0% in this skill would reduce each 
teammate'’s received damage by 15 HP during the turn 
they successfully use this skill. 


GENERAL SKILLS 

Armor Construction: A character’s chance to 
complete an Armor Construction recipe. 

Ammo Reloading: A successful skill check turns 5 
shell casings and 5 corroded shells of the same 
type into 5S good bullets. 

Driving: (Notorbike/4-wheeled/Large/Nilitary) A 
character’s familiarity with vehicles. Each 
category has a separate score- A skill check at +30 
modifier is required to drive a vehicle for the 
first time. 

Electrical: A character’s chance to complete an 
Electrical recipe. 

Influence: A  character’s chance to influence 
someone's actions. Game master decides difficulty. 
The player rolls on the Failed Reaction Table if 
the attempt is unsuccessful- 
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FAILED REACTION TABLE (PAGE 5b) 
CRITICAL REACTION TABLE (PAGE 5b) 


Lock pick: A character’*s chance to pick a lock. 
Pick sets will modify the chance of success. but an 
attempt without the proper tools can be made at -30 
skill level- There are poor, good. and excellent 
lock pick sets that give QO. +10, and +20 modifiers 
respectively- Lock difficulty is up to the game 
master. 

Mechanical: A character’*s chance to complete a 
Mechanical recipe. 

Metalworking: A character’s chance to complete a 
Metal Working recipe. 

Scavenge: Characters can search surroundings or a 
building for something useful- A check takes 30 
minutes and is modified by the environment. Forest 
O. Plains -20,5 Mountains -20, Swamp -30.,. City/Town 
+10, Desert -4O. If successfuls the character rolls 
D10 and consults the tables to see what they found. 
These tables can also be used to determine what 
characters find if searching a building. 


SCAVENGER TABLES (PAGE 58) 

Trade: A character’s ability to get the best deal 
while trading- After this skill is past 30%, the 
character pays 1/10 of its value less for goods and 
will get that much more for anything they sell. 
This is rounded to the nearest -0OL of a gram. 
Example: A character with 50% in their trade skill 
will pay 5% less for goods and get 5% more for what 
they sell. 

Weaponsmith: A character's chance to complete a 
Weaponsmith recipe. 
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Recipes allow the character to make useful things 
with common items they run across- The game master 
is encouraged to create additional recipes they 
want or the players request. Characters start with 
their choice of two stage one recipes. Recipes 
without a number have one stage- Recipes cost 3 
grams of gold per stage if bought. 


ARMOR CONSTRUCTION 

Increase AC 1: Increases body or leg armor AC by 
1 and weight by 1 kg- Requires: 1 kg of steel 
sheet- Modifier: O- Time: 20 minutes. 

Increase AC 2: Increases body or leg armor AC by 
2 and weight by 2 kg- Requires: 2 kg of steel 
sheets- Modifier: -20- Time: LO minutes. 

Increase AC 3: Increases body or leg armor AC by 
3 and weight by 3 kg- Requires: 3 kg of steel 
sheets- Modifier: -30- Time: 40 minutes. 

Increase AC 4: Increases body or leg armor AC by 
4 and weight by 4 kg- Requires: 4 kg of steel 
sheets- Modifier: -50- Time: 120 minutes. 

Increase AC 5: Increases body or leg armor AC by 
5S and weight by 5 kg- Requires: 5S kg of steel 
sheets- Modifier: -b0O- Time: 180 minutes. 

Increase Capacity 1: Increases the carrying 
capacity of body or leg armor by 5 kg- Requires: 2 
ragsi needlei -1L spool of thread- Modifier: QO. 
Time: 30 minutes. 

Increase Capacity 2: Increases the carrying 
capacity of body or leg armor by 10 kg- Requires: 4 
ragsi needle, -5 spool of thread- Modifier: -20. 
Time: £0 minutes. 

Increase Capacity 3: Increases the carrying 
capacity of body or leg armor by 15 kg- Requires: b 
ragsi needle, -1l spool of thread- Modifier: -4O. 
Time: 940 minutes. 

Increase Capacity 4: Increases the carrying 
capacity of body or leg armor by 20 kg- Requires: @ 
rags. needle 1-5 spools of thread- Modifier: -bO. 
Time: 120 minutes. 
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Increase Capacity 5: Increases the carrying 
capacity of body or leg armor by 25 kg- Requires: 
10 rags.i needle. 2 spools of thread- Modifier: -&0.- 
Time: 180 minutes. 

Dura Tuch Suit: Produces a full set of armor that 
only leaves the character's face exposed- Weight: @ 
kg- Value: 100 g- AC: SO- Modifiers: +20 kg 
carrying capacity. -2 combat movementi and -5 
attack. Requires: Dura Tuch helmet. Dura Tuch vest, 
Dura Tuch gloves. Dura Tuch boots. 3 pairs of Dura 
Tuch fatigues, 2 needles, 4 spools of thread. 
Modifier: -1L00- Time: 180 minutes- Fills all armor 
slots. 


ELECTRICAL 

All recipes require wire cutters. 

Crude Flashlight: Makes a small flashlight that 
will illuminate (remove darkness modifiers) 2 
meters in front of the character- Requires: 2 
batteries, -5 meters of wire. LED light. and .-5 
roll of electrical tape- Modifier O- Time: 5&5 
minutes- Weight: -1l kg. 

Crude Two-Way Radio: Makes a pocket sized 
communicator with a range of up to 1 kilometer 
depending on the terrain. Requires: 3 batteries. 1 
meter of wire, 1 roll of electrical tape. 
transmitter, receiver. Modifier: -10- Time: 10 
minutes- Weight: -2 kg. 

Crude Taser: Creates a simple self-defense 
device- Requires: 4 batteries. 2 meters of wire, 
capacitor, 1 roll of electrical tape- Modifier: 
-7?O. Time: 15 minutes- Damage: Renders the target 
helpless for 2 combat turns- Ammo only used on 
successful hit- No reloads- Attack Modifier: On, 
Weight: -3 kgi Ammo: 4, ROF: 1. 

Better Flashlight: Makes a small flashlight that 
will illuminate 4 meters in front of the character. 
Requires: 4 batteries, 1 meter of wire. 2 LED 
lights, and 1 roll of electrical tape- Modifier: 
-L0- Time: 5 minutes- Weight: -.2 kg- 

Better Two-Way Radio: Makes a= pocket’ sized 
communicator with a range of up to @2 kilometers 
depending on the terrain. Requires: b& batteries. 2 
meters of wirer @2 rolls of electrical tape, 
transmitter, receiver. Modifier: -20- Time: 10 
minutes- Weight: -4 kg. 

Better Taser: Creates a simple self-defense 
device- Requires: 4 batteriesi 3 meters of wire. 2 
capacitors, 2 rolls of electrical tape- Modifier: 
-30. Time: 15 minutes- Damage: Renders the target 
helpless for 2 combat turns- Ammo only used on 
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successful hit- No reloads- Attack Modifier: On, 
Weight: -b kg. Ammo: 10, ROF: Ll. 

Best Flashlight: Makes a small flashlight that 
will illuminate 10 meters in front of the 
character. Requires: & batteriesi 1 meter of wire, 
4 LED lights, 2 rolls of electrical tape- Modifier: 
-20- Time: 5S minutes. Weight: -.4 kg. 

Best Two-Way Radio: Makes a pocket - sized 
communicator with a range of up to 4 kilometers 
depending on the terrain. Requires: le batteries. 3 
meters of wirer 3 rolls of electrical tape, 
transmitteri receiver- Modifier: -30- Time: 10 
minutes- Weight: -& kg. 

Best Taser: Creates a simple self-defense device. 
Requires: 1b batteries. 4 meters of wire. 4 
capacitors, 3 rolls of electrical tape. Modifier: 
-4O. Time: 15 minutes. Damage: Renders the target 
helpless for 2 combat turns- Ammo only used on 
successful hit- No reloads- Attack Modifier: On, 
Weight: 1-2 kgi Ammo: 20. ROF: 1. 

Targeting System Il: Installs an automatic 
targeting system that gives vehicle weapons a +5 
attack modifier- Requires: hb circuit boards. il 
meter of wire, 2 rolls of electrical tape. le 
batteries- Modifier: -10- Time: 1 hour. 

Targeting System 2: Installs an automatic 
targeting system that gives vehicle weapons a +10 
attack modifier- Requires: hb circuit boards. 2 
meters of wirei 2 rolls of electrical tape. le 
batteries- Modifier: -20- Time: ¢2 hours. 

Targeting System 3: Installs an automatic 
targeting system that gives vehicle weapons a +15 
attack modifier- Requires: hb circuit boards. 3 
meters of wirei 2 rolls of electrical tape. le 
batteries- Modifier: -30- Time: 3 hours. 

Targeting System 4: Installs an automatic 
targeting system that gives vehicle weapons a +20 
attack modifier- Requires: & circuit boards, 4 
meters of wirei 3 rolls of electrical tape. Ile 
batteries- Modifier: -40- Time: 4 hours. 

Targeting System 5: Installs an automatic 
targeting system that gives vehicle weapons a +25 
attack modifier- Requires: 10 circuit boards. 4 
meters of wireri 4 rolls of electrical tape. Ile 
batteries- Modifier: -50- Time: 5 hours. 


EXPLOSIVES 
All explosives recipes take 10 minutes’ to 
attempt. 
Explosive Arrow/Bolt lL: Turns a regular arrow or 
bolt into an explosive that does D10 more damage. 
2°? 


Requires: -O5 kg of gunpowder, “5 roll of 
electrical tape. 1 percussion cap- Modifier: OD. 

Explosive Arrow/Bolt 2: Turns a regular arrow or 
bolt into an explosive that does D10x2 more damage. 
Requires: -l1 kg of gunpowder, -5 roll of electrical 
tape: l percussion cap- Modifier: -5S. 

Explosive Arrow/Bolt 3: Turns a regular arrow or 
bolt into an explosive that does D1L0Ox3 more damage. 
Requires: -L5 kg of gunpowder, “5 roll of 
electrical tape.i 1 percussion cap- Modifier: -10.- 

Explosive Arrow/Bolt 4: Turns a regular arrow or 
bolt into an explosive that does D1LOx4 more damage. 
Requires: -2 kg of gunpowder; 1 roll of electrical 
tape: 1 percussion cap- Modifier: -20.- 

Explosive Arrow/Bolt 5: Turns a regular arrow or 
bolt into an explosive that does D1L0x5 more damage. 
Requires: -25 kg of gunpowder, 1 roll of electrical 
tape: 1 percussion cap- Modifier: -30.- 

Molotov Cocktail 1: Makes a cocktail that does 
2DL0 damage- Requires: 1 ragi 1 glass bottle. -2 
liter of diesel- Modifier: O- 

Molotov Cocktail 2: Makes a cocktail that does 
2DL0x2 damage- Requires: 1 ragi 1 glass bottle. -3 
liter of diesel- Modifier: -10.- 

Molotov Cocktail 3: Makes a cocktail that does 
2DL0x4 damage- Requires: 1 rag. 1 glass bottle. -5 
liter of diesel- Modifier: -15. 

Molotov Cocktail 4: Makes a cocktail that does 
2DL0xb damage- Requires: 1 rag.i 1 glass bottle. -3 
liter of diesel. -3 liter of gasoline- Modifier: 
-2O- 

Molotov Cocktail 5: Makes a cocktail that does 
2DL0x& damage- Requires: 1 rag.i 1 glass bottle. -4 
liter of diesel. -4 liter of gasoline- Modifier: 
-30- 


HERBAL 

All recipes require a mortar and pestle. take 10 
minutes to attempt.i and make 1 dose. 

Weak Soothing Gel: A weak healing’ salve. 
Requires: -1 kg each of Aloe Vera and Garlic- Heals 
2DL0x2 HP- Modifier: O- Weight: -1 kg- 

Medium Soothing Gel: A medium strength healing 
salve. Requires: -lL kg each of Aloe Verai Garlic, 
and Red Clover- Heals 2DLOx4 HP- Modifier: -10- 
Weight: -2 kg- 

Strong Soothing Gel: A strong healing salve. 
Requires: -2 kg each of Aloe Vera. Garlic. and Red 
Clover- Heals 2D10x& HP- Modifier: -30- Weight: .3 
kg- 
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Speed Tonic: Gives the character a +2 modifier to 
their combat order roll for 2 hours- Requires: «2 
kg each of Ginseng and Ginkgo Biloba- Modifier: 
-20. Weight: -2 kg. 

Strength Tonic: Gives the character +3 melee 
damage and throwing distance modifier for 1 hour. 
Requires: -3 kg each of Ginseng and Ginkgo Biloba. 
Modifier: -30- Weight: -3 kg- 

Poison Antidote: Cures the character of 1 random 
poison affecting them- Requires: -2 kg each of 
Oregano; Parsley, and Garlic. Modifier: -10. 
Weight: .3 kg- 


MECHANICAL 

All recipes require a screwdriver, wrench. and 
take 3 hours to attempt. 

Remove Mod: Removes any vehicle modification so 
steeli irons and aluminum components can be reused. 
Modifier: QO. 

Mount Weapon: Installs a weapon onto a vehicle. 
Modifier: QO. 

Engine Timing 1: Gives vehicle +5 KPFU of range. 
Requires: Circuit board, 1 roll of electrical tape, 
1 meter of wire- Modifier: QO. 

Engine Timing ce: Gives vehicle +10 KPFU of range. 
Requires: 2 circuit boards, 2 rolls of electrical 
taper 2 meters of wire- Modifier: -20.- 

Engine Timing 3: Gives vehicle +15 KPFU of range. 
Requires: 4 circuit boards, 3 rolls of electrical 
tape, 4 meters of wire- Modifier: -30.- 

Engine Timing 4: Gives vehicle +20 KPFU of range- 
Requires: 5S circuit boards, 3 rolls of electrical 
tape, 5 meters of wire- Modifier: -40. 

Engine Timing 5: Gives vehicle +25 KPFU of range- 
Requires: b circuit boards, 3 rolls of electrical 
tape, b meters of wire- Modifier: -bO.- 

Super Charger l: Gives vehicle +5 KPFU of range 
and +5 top speed- Requires: 3 kg of aluminum 
panelsi 3 kg of steel sheetsi 1 DC motor- Modifier: 
-10- 

Super Charger 2: Gives vehicle +10 KPFU of range 
and +10 top speed- Requires: 5S kg of aluminum 
panels.i 5 kg of steel sheetsi 1 DC motor- Modifier: 
-cO- 

Super Charger 3: Gives vehicle +15 KPFU of range 
and +20 top speed- Requires: & kg of aluminum 
panelsi 3 kg of steel sheetsi 1 DC motor- Modifier: 
-4Q. 

Super Charger 4: Gives vehicle +20 KPFU of range 
and +25 top speed- Requires: 10 kg of aluminum 
panelsi 2 DC motors. Modifier: -SO. 
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Super Charger 5: Gives vehicle +25 KPFU of range 
and +30 top speed- Requires: 15 kg of aluminum 
panels, 3 DC motors- Modifier: -70.- 


METALWORKING 

All recipes require a welding/cutting torch and 
take 3 hours to attempt- 

Armor Repair 1: Repairs 100 HP of vehicle armor. 
Requires: 10 kg of iron plates- Modifier: +10. 

Armor Repair 2: Repairs 300 HP of vehicle armor. 
Requires: 20 kg of iron plates- Modifier: QO. 

Armor Repair 3: Repairs 500 HP of vehicle armor. 
Requires: 30 kg of iron plates- Modifier: -10. 

Fuel Capacity 1: Adds 3 liters of fuel capacity 
to a vehicle- Requires: 2 kg of aluminum panels. 
Modifier: Q. 

Fuel Capacity 2: Adds b&b liters of fuel capacity 
to a vehicle- Requires: 2 kg of aluminum panels. 
Modifier: -10.- 

Fuel Capacity 3: Adds le liters of fuel capacity 
to a vehicle- Requires: 4 kg of aluminum panels. 
Modifier: -cO0.- 

Fuel Capacity 4: Adds 24 liters of fuel capacity 
to a vehicle- Requires: bh kg of aluminum panels. 
Modifier: -30.- 

Fuel Capacity 5: Adds 4& liters of fuel capacity 
to a vehicle- Requires: & kg of aluminum panels. 
Modifier: -40. 

Motorbike seat support: Allows a passenger on a 
motorbike to shoot a two-handed firearm at -10 to 
hit while riding- Requires: 3 kg steel rods. 
Modifier: Q. 

Storage Bin 1: Gives a vehicle +15 kg of storage 
capacity. Requires: 5 kg of aluminum panels. 
Modifier: OQ. 

Storage Bin 2: Gives a vehicle +50 kg of storage 
capacity, -l KPFU.1 and -5 top speed- Requires: 10 
kg of aluminum panels- Modifier: -20.- 

Storage Bin 3: Gives a vehicle +100 kg of storage 
capacity, -2 KPFU.1 and -& top speed- Requires: 15 
kg of aluminum panels- Modifier: -30.- 

Storage Bin 4: Gives a vehicle +200 kg of storage 
capacity, -3 KPFU. and -10 top speed- Requires: 20 
kg of aluminum panels- Modifier: -50. 

Storage Bin 5: Gives a vehicle +300 kg of storage 
capacity, -4 KPFU. and -15 top speed- Requires: 30 
kg of aluminum panels- Modifier: -bQ.- 

Engine Intake 1: Gives a vehicle +10 top speed. 
Requires: 3 kg of steel sheets- Modifier: QO. 

Engine Intake 2: Gives a vehicle +15 top speed. 
Requires: 3 kg of aluminum panels- Modifier: -20.- 
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Engine Intake 3: Gives a vehicle +20 top speed. 
Requires: 5S kg of aluminum panels- Modifier: -30.- 

Engine Intake 4: Gives a vehicle +25 top speed. 
Requires: ? kg of aluminum panels- Modifier: -SO. 

Engine Intake 5: Gives a vehicle +30 top speed. 
Requires: 10 kg of aluminum panels. Modifier: -bD. 

Vehicle Armor 1: Gives a vehicle +100 HP.i -S 
exposure, -5 top speed and -2 KPFU- Requires: 30 kg 
of iron plates- Modifier: QO. 

Vehicle Armor 2: Gives a vehicle +250 HP. -10 
exposure, -10 top speed and -3 KPFU- Requires: S50 
kg of iron plates. Modifier: -20. 

Vehicle Armor 3: Gives a vehicle +500 HP. -20 
exposure, -20 top speed and -S KPFU- Requires: 100 
kg of iron plates. Modifier: -30. 

Vehicle Armor 4: Gives a vehicle +800 HP. -30 
exposure, -25 top speed and -b KPFU- Requires: 200 
kg of iron plates. Modifier: -SOQD. 

Vehicle Armor 5: Gives a vehicle +1000 HP. -40 
exposure, -30 top speed and -& KPFU- Requires: 300 
kg of iron plates- Modifier: -bO. 

Vehicle Spikes 1: Gives vehicle +5 AC. Requires: 
15 kg of iron rods- Modifier: -10. 

Vehicle Spikes 2: Gives vehicle +10 AC- Requires: 
20 kg of iron rods- Modifier: -20. 

Vehicle Spikes 3: Gives vehicle +15 AC and -5 top 
speed- Requires: 40 kg of steel rods- Modifier: 
-4Q. 

Vehicle Spikes 4: Gives vehicle +20 AC and -10 
top speed- Requires: 40 kg of steel rods- Modifier: 
-bO- 

Vehicle Spikes 5: Gives vehicle +25 AC and -15 
top speed. Requires: 100 kg of steel rods. 
Modifier: -70- 


WEAPONSMITHING 

All recipes take 1 hour to complete- All firearm 
recipes require a gunsmith kit. 

Improved Capacity 1: Improves a pistol or assault 
rifle'’s ammo capacity by 3. Requires: 1 kg of 
aluminum panel- Modifier: QO. 

Improved Capacity 2: Improves a pistol or assault 
rifle's ammo capacity by 5- Requires: 1 kg of 
aluminum panel- Modifier: -20Q.- 

Improved Capacity 3: Improves a pistol or assault 
rifle'’s ammo capacity by &- Requires: 1 kg of 
aluminum panel- Modifier: -40Q. 

Improved Capacity 4: Improves a pistol or assault 
rifle'’s ammo capacity by 12- Requires: 1 kg of 
aluminum panel- Modifier: -&Q.- 
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Improved Capacity 5: Improves a pistol or assault 
rifle'’s ammo capacity by 20- Requires: @2 kg of 
aluminum panels- Modifier: -1e20. 

Improved Range 1: Improves a firearm’s lethal 
range by 10 meters- Requires: 1 kg of steel rods. 
Modifier: Q. 

Improved Range 2: Improves a firearm’s lethal 
range by 20 meters- Requires: 1 kg of steel rods. 
Modifier: -10- 

Improved Range 3: Improves a firearm’s lethal 
range by 30 meters- Requires: 1 kg of steel rods. 
Modifier: -cO0.- 

Improved Range 4: Improves a firearm’s lethal 
range by 40 meters- Requires: 1L kg of steel rods. 
Modifier: -30.- 

Improved Range 5: Improves a firearm’s lethal 
range by SO meters- Requires: lL kg of steel rods. 
Modifier: -40.- 

Improved Sights 1: Improves a firearm’s attack 
modifier by +9. Requires: Magnifying glass. 
Modifier: -10.- 

Improved Sights 2: Improves a firearm’s attack 
modifier by +10- Requires: 2 Magnifying glasses. 
Modifier: -c0.- 

Improved Sights 3: Improves a firearm’s attack 
modifier by +15- Requires: 3 Magnifying glasses. 
Modifier: -30.- 

Improved Sights 4: Improves a firearm’s attack 
modifier by +20- Requires: 4 Magnifying glasses. 
Modifier: -40. 

Improved Sights 5: Improves a firearm’s attack 
modifier by +25- Requires: 5S Magnifying glasses. 
Modifier: -SO.- 

Rapid Fire ll: Increases a pistol or assault 
rifle’s ROF by 1- Requires: Heavy spring- Modifier: 
-2O- 

Rapid Fire e: Increases a pistol or assault 
rifle’s ROF by @- Requires: 2 heavy springs. 
Modifier: -40. 

Rapid Fire 3: Increases a pistol or assault 
rifles ROF by 3- Requires: 3 heavy springs. 
Modifier: -&0.- 

Repair Weapon: Enables the character to repair a 
broken weapon to working condition. Firearms, 
including vehicle weapons. require a gunsmith kit 
and melee weapons require a welding/cutting torch. 
Modifier: -20.- 
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Merchants buy items for half the sale price 
modified by the character’s trade skill- A merchant 
will not buy anything worth less than -Oe2- All 
values are in grams of gold- Nearly everyone in the 
world has something for sale. and which vendors 
exist and their inventory are up to the game 
master. 

Worn armor (excluding shields). one canteen 
(full). one quiver (full). and one pack (empty) 
does not count against a character's’ carrying 
capacity. A character without any carrying capacity 
can carry 2 kg in their hands. or a single 20 kg 
objecti but must take one turn to set the stuff 
down for a fight. 


ARMOR 
KG | VALUE | AC | MODIFIER 

Body- 
Advanced combat b 30 14 |-1L MPT. +10 kg capacity 
armor 
Dura Tuch vest 3 10 10 |0 
Combat armor 5 eo le | +5 kg capacity 
Football pads 4 4 b |O 
Leather armor 1 b 4 /0 
Leather jacket 1 2 4 |+5 kg capacity 
Thick cotton shirt 1 3 2 |0 
Feet- 
Armored boots 1 es & |-1 MPT 
Combat boots 1 20 5 /0 
Fine boots “1 15 4 | +L MPT 
Hunting boots -2 7 3 /0 
Dura Tuch boots +3 30 ? |0O 
Sneakers 1 +1 1 | +1 MPT 
Steel toe boots cI 2 e |-1 MPT 
Hands- 
Combat gloves -1 eo b |O 
Fingerless gloves -O5S 1 1/0 
Dura Tuch gloves -O5 30 ? |O 
Leather gloves +1 5 3/0 
Padded gloves -1 Z e |.O 
Padded lea- gloves -2 10 4/0 
Tactical gloves -O5 15 5 /|0 
Head- 
Ball cap -O1 1 1 |0 
Bicycle helmet -OS “5 e /O 
Construction hat “1 1.5 4 |O0 
X sports helmet -O5 2 3/0 
Football helmet “2 5 5 |-5 to hit 
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Dura Tuch helmet 1 15 ? |0O 

Steel helmet “5 10 6 /|O 

Legs- 

Cargo pants -c 5 1 |+5 kg capacity 

Combat fatigues 1 15 S |+10 kg capacity 

Heavy cargo pants 3 ah 2 |+5 kg capacity 

Leather pants “5 5 3 )0 

Dura Tuch fatigues 2 20 ? |O 

Tactical pants +1 10 4 /+10 kg capacity 

Work pants -2 -2 1 =$|0 

Shield- 

Garbage can shield “5 1 2 /-S to hit 

Large riot shield 3 5 5S /-10 to hit 

Replica shield 1 -2 1 /-5 to hit 

Small riot shield 2 3 3 |-5 to hit 

GENERAL ITEMS 
KG | VALUE | MODIFIER 

Aluminum panel 1 1 Ingredient 

Ammo x5- 

Arrow OS “5 75% retrievable chance 

Arrow, explosive 1 1 x2 DAM. nonretrievable 

Assault rifle -O1 “2 in} 

Assault rifle AP -O1 5 -S DAM, +10 exposure 

Assault rifle HP -O1 “5 -10 to hit, xe DAM 

Cannon 1 2 Oo 

Cannon high X 1 3 x2 DAM, 100 meter range, 
explosive DAM 

Cannon AP 1 3 - 20 DAM. +50 exposure 

Crossbow bolt “OS “5 50% retrievable chance 

C- bolt. explosive “1 1 x2 DAM. nonretrievable 

Machine gun -O1 “5 it} 

Machine gun AP -O1 1 -10 DAM, +20 exposure 

Machine gun HP -O1 1 -10 to hit. x2 DAM 

Pistol -O1 +1 Oo 

Pistol AP -O1 “5 -S DAM, +10 exposure 

Pistol HP -O1 5 -10 to hit. x2 DAM 

Rifle -O1 5 Oo 

Rifle AP -O1 1 -S DAM, +10 exposure 

Rifle HP -O1 1 -10 to hit. x2 DAM 

Rocket 1 3 Explosive DAM 

Rocket high X 1 5 x2 DAM, 100 meter range, 
explosive DAM 

Rocket AP 1 5 -20 DAM. +b0 exposure. explosive 
DAM 

Shotgun -O5 1 it] 

Shotgun slug “OS 1-5 |+20 to hit 

Shotgun tri-ball -OS 1-5 |x2 DAM 

Battery +1 “5 Ingredient 

Best flashlight 4 5 Oo 

Best taser 1 5 Oo 

Best two-way radio “8 5 o 

Better flashlight “2 2 it} 

Better taser +b 2 Oo 

Better two-way radio 4 2 it} 

Can of food J cS xe=food for 1 day 

Canteens- 

Small, 1-5 liter -O5 “5 it} 

Medium, 3 liter 1 3 it} 

Large, 4 liter 15 5 it} 

Circuit board “1 “5 Ingredient 

Condensed food pack pen 5 xl=food for 1 day 

Corroded shells x5- 

Assault rifle -O1 -OL | Ingredient 

Pistol -O1 -OL | Ingredient 

Rifle -O1 -OL | Ingredient 


Shotgun 

Crude flashlight 
Crude taser 

Crude two-way radio 
DC motor 

Energy bar 

Fuel, 1 liter- 
Diesel 

Gasoline 

Larry's Juice 
Fuel jugs- 

Small. 5S liter 
Medium, 10 liter 
Large, 15 liter 
Geiger counter 
Glass bottle 
Gunpowder 
Gunsmith kit 
Hammer 

Heavy spring 

Herb pipe 

Iron plates 

Iron rods 

LED light 

Lock picks- 

Poor 

Good 

Excellent 
Magnifying glass 
Medical supplies- 
Aloe vera 
Antibiotic xe 
Aspirin x2 
Church Mushrooms 


Garlic 

Gauze sheet x5 
Ginkgo Biloba 
Ginseng 

Oregano 

Pain pill x2 
Parsley 

Poison antidote 
Potassium iodide xe 
Red Clover 
Soothing gel. weak 
Soothing gel. med 
Soothing gel. str 
Smoking herb 


Speed tonic 
Strength tonic 


Molotov cocktail 
Mortar and pestle 
Needle 

Packs- 

Duffle bag 

Large backpack 
Roll bag 

Small backpack 
Strap pack 
Percussion cap 
Quivers- 

Small. 10 capacity 
Medium. 20 capacity 
Large. 30 capacity 
Radiation suits- 
Basic 
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Ingredient 

Oo 

Oo 

o 

Ingredient 
x3=food for 1 day 


O 
Oo 
-3 KPFU. gas/diesel engines 


Oo 

Oo 

Oo 
Indicates RADS per hour 
Ingredient 
Ingredient 
Tool 

Tool 
Ingredient 
Oo 
Ingredient 
Ingredient 
Ingredient 


HOOO 


ngredient 


Ingredient 

Ingredient 

Ingredient 

3 hr duration, -3 MPT. -10 to 
hits and 10 DAM immunity per -O1 
kg consumed 

Ingredient 

Ingredient 

Ingredient 

Ingredient 

Ingredient 

Ingredient 

Ingredient 

Cures one random poison 

-300 rads 

Ingredient 

Heals 2D10xe2 HP 

Heals 2D10x4 HP 

Heals 2D10x& HP 

Heals 4D10 per -01 smoked- Not 
usable in combat 

+2 combat order for e hours 
+3 melee DAM and throwing 
distance for 1 hour 

2D10 DAM 

Tool 

Tool 


30 kg carrying capacity 
20 kg carrying capacity 
40 kg carrying capacity 
15 kg carrying capacity 
10 kg carrying capacity 
Ingredient 


Oo 
Oo 
Oo 


-50 rads hour exposure 


Advanced 3 5 -150 rads hour exposure 
Premium 4 10 -250 rads hour exposure 
Rag NA -O1L | Ingredient 
Receiver +1 1 Ingredient 
Screwdriver “1 1 Tool 
Shell casings x5- 
Assault rifle -O1 -O1L | Ingredient 
Pistol -O1 -OL | Ingredient 
Rifle -O1 -OL | Ingredient 
Shotgun -O1 -OS | Ingredient 
Small solar cell ol 2 Ingredient 
Spool of thread NA ah Ingredient 
Steel rods 1 1 Ingredient 
Steel sheet 1 1 Ingredient 
Tapes 1 roll- 
Duct “2 +1 Ingredient 
Electrical OS -2 Ingredient 
Medical -OS -2 Ingredient 
Tires- 
4-Wheeled 1 3 Replacement part 
Large 2 5 Replacement part 
Motorbike 5 2 Replacement part 
Transmitter 1 3 Ingredient 
Water, 1 liter 1 -O1 Water for a day 
Welding torch 5 3 Tool 
Wire. 1 meter -O1 +1 Ingredient 
Wrench “2 1 Tool 
WEAPONS 
KG | VALUE DAM AMMO MODIFIER ROF | #HANDS/ 
CREW 
Assault rifles- 
AK-4700 2-5 30 D10 40 o 4 2 
G50 3 10 2D10 co -10 to hit 3 2 
Jr- Sprayer 1.5 “5 D1O 10 -10 to hit 2 2 
MP-99 2 2 D10 co -S to hit 2 2 
M-38 2-2 b D10 co o 2 2 
Bows- 
Compound 1 10 3D10 1 o 1 2 
Crossbow 1 15 4D10 1 it) 1 2 
Hand crossbow “2 “3 D1O/2 1 it) 1 1 
Recurve “3 5 2D10 1 o 1 2 
Simple -c 2 D10 ah Oo i 2 
Melee- 
Axe 2 5 3D10xe - -S to hit 1 2 
Baseball bat “5 “2 D1Oxe er -S5 to hit 1 a 
Cane knife “1 2.5 D10 7 +5 to hit 1 1 
Chain 4 5 D10 = Oo 1 1 
Crowbar 2 “5 D1O a -S5 to hit 1 1 
Crude club 5 “2 2D10xe - -10 to hit 1 2 
Hunting knife “2 2 D1O - it} 1 1 
Homemade knife 3 “2 D1O - -5 to hit 1 1 
Katana “2 5 2D10xe2 - +5 to hit 1 2 
Machete “2 3 2D10 = o 1 1 
Sledge hammer 4 1 4D1Oxe m -10 to hit 1 2 
Spiked bat 1 1 D10xe 7 Oo ah 2 
Steel pipe 3 “2 D1LOxe2 - -S to hit 1 2 
Tomahawk 1 4 D10O 7 +5 to hit 1 1 
Pistols- 
Death Master 1.5 ? eD10 5 o 1 1 
Death Mas- Pro 1-5 15 2Dd10 4 +5 to hit 2 1 
Homemade 1 “5 D1O 3 -S5 to hit 1 1 
Jr- Killer 5 1 D10 4 Oo i 1 
The Winger 1 2.5 D1O 4 +5 to hit 1 1 
Rifles- 
BARR 4 es 4D10 4 Oo ah 2 
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Bear Hunter 4 10 3D10 3 i} 1 2 
Deer Hunter 2 2 D10 5 Oo 1 2 
Jr. Hunter 1 “5 D10 4 -S5 to hit 1 2 
Man Hunter 3 5 2D10 4 Oo 1 2 
Shotguns- 

Automatic 4 30 2D10 12 -S5 to hit 3 2 
Double barrel 2 2 2D10 2 Oo 2 2 
Pump 3 5 2D10 5 i] 1 2 
Single barrel 2 “5 2D10 1 o 1 2 
Semi-automatic 4 10 2D10 b -S5 to hit 2 2 
Unarmed- 

Brass knuckles “1 3 D10 - Oo 2 2 
Spiked knuckles -2 5 2D10 - +5 to hit 2 2 
Vehicle weapons- 

Cannon 2o0 50 4D1Oxe 1 -200 kg cap 1 fo 
Heavy cannon 300 70 4D1LOx4 1 -300 kg cap 1 2 
Heavy mach- gun 15 30 ?D10xe | 200 -15 kg cap 3 1 
Machine gun 10 20 2D10 100 -10 kg cap 3 1 
Rocket launcher 50 40 4D10x3 4 -50 kg cap 2 2 

VEHICLES 
VALUE |MODIFIER 

4-wheeled- 

Destruction X 150 +10 to driving rolls 

Dune buggy 70 Oo 

Farm truck 70 -10 to driving rolls 

Ratrod bO -10 to driving rolls 

SUV 100 o 

The Dustinator 120 +10 to driving rolls 
Large- 

Armored truck 200 -10 to driving rolls 

Flatbed 150 -20 to driving rolls 

Panel truck 150 -20 to driving rolls 
Military- 

Bulldog 300 Immune to flat tires and weapon 

capacity reductions 
Personnel carrier 400 Immune to flat tires and weapon 
capacity reductions 

Motorbikes- 

Bull quad bO +10 to driving rolls 

Mule quad 45 Oo 

The Dirt Streak 30 in} 

The Kido 20 -10 to driving rolls 

The Racer 50 +10 to driving rolls 

The X quad 40 Oo 

Unibike 50 -20 to driving rolls. immune to flat 


tires 
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INTRO ADVENTURE: 
MOVING ON UP 


Game master notes: The actual location and date 
of this adventure will be wherever your story 
requires it to be- The characters have lived here 
for a short while before meeting each other and 
know everyone important. All italics are meant to 
be read to the players. Character outlines can be 
read when the character asks about the NPC. or when 
they first arrive at the NPC’s residence. 

Abandoned buildings can be treated one of two 
ways: Either you can decide what each character 
finds if they search the building. or you can let 
them roll on the scavenger table- Each character 
should not find more than one thing unless it is 
large enough to be searched in sections. 

Vicksburg 2130-2300- 7he inhabitants live among 
the ruins of a town that once held many more 
people. They survive by farming: hunting: and 
looting what they can while trying to survive any 
threats that happen upon them. 

You and your adventuring cohorts have grown 
discontent. Travelers have brought stories of a 
city and have gold dust from their efforts there. 
However, riches bring danger: 

Not only is the area infested by feral dogs: but 
raiders and cannibals prey on anyone slow, foolish, 
or weak enough to become another victim. It’s said 
to become more dangerous closer to the city because 
of the wealth and activity. 

There’s a long path if you want out of your hand- 
to-mouth lifestyle- You can start by asking Randy 
for work. 

Randy and his guards- Randy; the defacto leader 
of the village, is a slim man, nearly starved 
looking: who’s always in his apartment working. He 
took over after a cannibal raid removed the 
previous village head. He is the fourth ‘mayor’ in 
eight months. Feral dogs got the first, and the 
second died in a shootout with his wife- 
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Randy has a basic dune buggy sitting in front of 
his door and three bare bone Kidos for his guards. 
His four guards reside in apartments next to him, 
and two are always standing outside- In the event 
of an attack. the guards inside will wake and enter 
the fight on the third turn after explosives or 
firearms are used- Characters can hire Randy for 
any stage 2 or less Metalworking recipe- 

Randy's stats: 975 HP. 1b ACi & MPT. shotgun 732%, 
semi-automatic shotgun 2D10 DAM. 2 ROF. 4&0 ammo, 
Dura Tuch vest.i steel toe boots.i cargo pants; 
leather gloves, XP value: 100- 

Randy’s guards x4: 50 HP, 10 AC, 10 MPT. pistol 
74%, The Winger DIO DAM, 1 ROF. 40 ammo. football 
padsi steel toe boots, cargo pants. fingerless 
gloves; XP value: 50 each. 

Randy"’s job: His door is open- He will look up 
from what he’s working on when approached. and say. 
“You ever killed a dog? Got some needing put down 
in the garden behind the apartments here- They're 
digging under the fence and going after the cats we 
keep in the field for pest control. My guards don’t 
have time to take care of them between getting 
high... and getting high.. I7l1l give you a bit of gold 
dust if you do it.” 

Behind the apartments is a larger fenced in 
garden with a different vegetable in every row- The 
gate isn’t locked- The dogs charge from a row of 
plants as the characters enter.i causing them to 
suffer -2 to their combat order rolls unless they 
take precautions. 

Small feral dogs xe: 30 HP. 5 ACa 7 MPT. unarmed 
55%, DLO DAM, L ROF. XP value: 10 each. 

Rewards: The group gets e2D10x-1 grams of gold 
dust- Once the job is done. Randy says. “Thanks. 
Now the cats can keep eating the moles and gophers 
that are messing with the fields. Make sure you ask 
Bob and Riley about work also-” 

Bob and his herb farm- Bob calls himself a hippy: 
and no one else knows what it means: but they do 
understand the smoking herb he grows that gives 
people a reason to stop in the village. He keeps 
his barred security doors locked at all times and 
conducts trade through a hole cut in the trailer 
wall. No one knows of him stepping outside his 
place in years. He breeds guard dogs and has 
several roaming the property- 

His backyard is enclosed by a 10-foot tall 
privacy fence topped with barbed wire and attached 
to the trailer on either end- If attacked or a 
fight starts outside his place. he will fire his 
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assault rifle through the security doors with a -10 
to hit- His dogs will attack anyone who gets inside 
his trailer or fence without permission. but he 
won’t let them loose- He will shut his door and 
cease fighting if at less than 40 HP. 

Bob’s stats: 40 HP, 10 AC. 20 AC with cover 
provided by being inside the trailer. 6b MPT, 
assault rifle 73%, AK-4700 DLO DAM. 4 ROF. 2000 
ammo. leather armor, sneakersi work pants.i XP 
value: 100. 

Bob'’s dogs x4: 70 HP; 5S ACi 10 MPT. unarmed 652%, 
CD10 DAM, 1 ROFs XP value: 50 each. 

Bob’s job: Bob will come to the hole next to the 
door if any of the characters knocki and say. 
“Dave, man! Bout time- You gonna take Lady Craycray 
her medicine?” 

The characters can answer yes or no to taking the 
job- If someone says they"’re not Dave.i Bob will 
sayi “Are you off your medicine: Dave? Are you 
going to take this or not?" 

If the characters accept the job. Bob will hand a 
large paper bag through the hole. and say. “She’s 
paid up for some time, just drop this off and come 
back for your payment.” 

After knocking on Craycray’s door: The door of 
the trailer is jerked open at the first knock by a 
tall, pale skinned: red-headed;1 old woman dressed 
neck to ankle in black leather and holding a rubber 
police baton. She takes the bag and smiles- “Come 
back if you want to spend some gold: otherwise run 
along, my clients require privacy." She turns from 
the door as a bound, gagged man hops out of the 
back room. She knees him in the groin and beats him 
to the floor with the baton while the door shuts. 

Rewards: The group gets D10/2x-1 kg of smoking 
herb. Once the job is done. Bob says. “Thanks, 
Dave- Make sure you take your medicine." 

Riley’s Rides- filey is the go-to man in the 
area for vehicles. He has a small stock of vehicles 
behind a chain-link fence. Two guards with rifles 
stand on the roof of his trailer while Riley waits 
for customers in a bullet proof shack next to the 
gate. 

Riley won't leave his booth without reason. and 
most his sales are prearranged- He will show anyone 
around who shows gold to spend on wheels. provided 
they disarm themselves before entering the gate- 

Riley’s stats: 4&0 HP, 1b AC. & MPT. assault rifle 
73%, AK-4700 DIO DAM, 4 ROF. 200 ammo Dura Tuch 
vest, steel toe boots, cargo pants. leather gloves; 
XP value: 100. 
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Riley’s guards xe: 50 HPs 10 AC. 10 MPT. rifle 
73%, BARR 4D1LO DAM, 1 ROF. 40 ammo. football pads, 
steel toe boots.i cargo pants.i fingerless gloves. XP 
value: 50 each. 

Riley’s job: The characters will notice a body 
lying in the street when they approach the car lot. 
A single bullet has blown most of the man’s skull 
off, and he’s been stripped to dirty underwear. The 
blood is tacky in the center- His skin is 
crisscrossed with scars and partially healed wounds 
that look self inflicted. His teeth have been filed 
to points, and what remains of his head is bald and 
tattooed. His pierced ears: nose@1 and lips have 
human knuckle bones in the holes- 

Riley will wave to anyone who gets close- When 
they get to his shack.i hetll sayi “The cannibals 
are out and about again. My guys sniped this one 
coming out of the abandoned section to the 
southeast. I7ll give you some gold if you go root 
these bastards out.” 

There’s four cannibals lurking in the empty 
buildings to the southeast of Riley- They're 
dressed in rags and armed with homemade knives. 
Their exact location is up to the game master- They 
are searching the ruins in groups of two and one 
group will arrive to the aid of the second on the 
fourth round of combat after firearms or explosives 
are used- The cannibals are on the hunt, = and 
characters receive -1l1 to combat order rolls unless 
they take precautions. 

Cannibals x4: 30 HP. QO AC, b&b MPT. melee 602%, 
homemade knife DLO DAM. L ROF. XP value: 10 each- 

Rewards: The group gets e2D10x-1 grams of gold 
dust when they return to the car lot- Riley says, 
“They're getting braver. They’ve ate the population 
down in the outlying areas and are trying to move 
In on us here-"” 

The vague threat of cannibals on the horizon 
closes out the jobs available in Vicksburg. 
However, the characters still have an area to 
explore. Alternatively, they can find a suitable 
building to barricade for a base of operations or 
search the area with their Scavenge or Herbal Lore 
skills. 

Other named people- These are the rest of the 
named characters in Vicksburg. 

Crazy Dave- Dave: as he calls himselfs1 wanders 
the streets of the village and sleeps wherever he 
sits down at night. Everyone calls him ‘Crazy’ Dave 
because the only food he eats is cannibal meat, yet 
doesn’t think he’s a cannibal. He'’ll come to the 
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aid of anyone he sees in trouble in case there's 
something for him to eat. 

Crazy Dave’s stats: 140 HP, QO AC. & MPT. melee 
943%. machete 2D1L0 DAM, 1 ROF.s XP value: 200. 

Father Mark’s Church- Father Mark is the only 
real clergy within miles. He digs the graves behind 
his makeshift church by hand and blesses anyone who 
wants the favor- He'll lock himself inside if 
there's trouble and won't fight back. Randy's 
guards and anyone else close by will come to his 
defense if need be. 

Father Mark's stats: 30 HP, O ACs XP value: 10. 
There’s nothing of value in his church- He has no 
weapons or armor. and survives off donated food. 

Joanne’s Trading Spot- Voanne is a sturdy built, 
bleach blond: merchant in combat armor sporting 
attitude to spare- Shetll make short work of anyone 
Starting trouble with her duel Death Master Pros, 
and will tell anyone to move on if they have 
guestions instead of gold. 

She has all general items listed and whatever 
weapons.i armor, and recipes the game master wants 
the characters to access through her. 

Joanne’s stats: 120 HP 4 30 ACs 10 MPT, 
ambidexterity 75%, pistol 75%, Death Master Pro xe 
2D10 DAM each, 2 ROF each, 300 ammo- Advanced 
combat armor, armored boots.i tactical gloves, 
combat fatigues, XP value: 150. 

Lady Craycray- Lady Craycray is the 80-year-old 
owner of the local brothel called Crazy Lays- She 
lives in a converted semi trailer that serves as 
her brothel- She's another primary reason people 
stop at the village. 

Lady Craycray’s stats: 110 HP. 10 AC. 10 MPT; 
ambidexterity 75%. melee 75%, machete x2 2D1L0 DAM 
each, lL ROF each. Lady Craycray’s leather suit. XP 
value: 150. 

Stan and the safe house- Stan is the local leader 
of the Cannibal Railroad. They help runaways escape 
from cannibal mills. many of which can’t speak. He 
and his helpers live in a house across’ from 
Riley’s- A shed hides the runaways: 

Stan’s stats: 10 HP. & ACi & MPT. melee &4b2%,4 
tomahawk DIO DAM. 1 ROF each- Leather jacket, 
sneakers, work pants, XP value: 100- 

Stan's helpers x4: 30 HP1 2 ACs & MPT. melee 657%; 
spiked bat D1l0Ox2 DAM. 1 ROF each- Sneakers. work 
pants, XP value: 10 each- 

Civic Center- This building is locked tight (-20 
lockpick modifier) by a padlock on the door that 
Randy has the key to- The town fortifies themselves 
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inside here in the event of an attack- Rooftop 
access allows snipers to look over the village. 

The rest of Vicksburg- The remainder of the 
village is a mix of farmers and scavengers: 
bringing the total number of villagers to about 25. 
None have armor or firearms and will run toward 
Randy’s place for protection if attacked. 

The area around Vicksburg- The village sits in 
the bottom of a shallow river valley surrounded by 
forests and hills- This area contains some features 
that can be used to continue the characters” story 
in Vicksburg. 

Tears River: T7his waterway used to bring life to 
the area but now supplies brown, poisoned water 
that kills anyone who consumes it without 
purification. Not even the wildlife can withstand 
the toxins: and skeletons litter the banks- The 
road running north crosses the river where a small 
group of outlaws extort travelers. 

The outlaws won’t attack the characters, but will 
use force to keep them from crossing without 
paying- Each person who wants to use the bridge 
without fighting must give them -lL gram of gold 
dust or item(s) worth -e.- 

Outlaws x3: 35 HP. O ACs b&b MPT. melee &?%41 spiked 
bat D1lOxe DAM. 1 ROF. XP value: 20 each. 

The Church Community: This old subdivision is the 
home base of Lunatic Larry and the Church of the 
Insane» No one knows what they follow since no one 
has left them, or been allowed; and various rumors 
about late night chanting and singing persist. 
Their traders only carry Church Mushrooms and a 
fuel they call Larry’s Juice. 

The fence built around the subdivision is solid 
wood and three meters high- Nothing can be seen of 
what’s inside- Church members wearing bed sheets 
will try to indoctrinate anyone who approaches 
their gate by offering large amounts of Church 
Mushrooms. Any character who takes this ‘gift’ 
joins the cult. and the player loses control of 
them. One of their traders hangs around outside the 
front gate most hours of the day- Two guards watch 
out for the trader from a gate tower. 

Lunatic Larry: 190 HPi 32 ACi 14 MPT. pistol 
113%, Death Master Pro 2D10 DAM. 2 ROF. 200 AMMO, 
combat armor. combat boots. tactical gloves. steel 
helmeti tactical pants. XP value: 300. 

Church Guards x10: 8&0 HP; 1&6 ACi & MPT. shotgun 
81%, pump shotgun 2DLO DAM, 1 ROF, SO AMMO, leather 
armori1 hunting boots, leather glovesi tactical 
pants, XP value: 100 each. 
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Church Members x35: 35 HPs QO ACa & MPT. pistol 
b?%. Junior Killer D1O DAM, 1 ROF.i XP value: 20 
each. 

Cannibal Camp: A small group of cannibals took 
over a hilltop to the southeast of Vicksburg. This 
is the source of incursions into the village. 

The camp is set up in a ruined house in the 
subdivision- Two grunts are always on the lookout 
from the roof- Characters suffer -4 to their combat 
order rolls unless they take precautions. 

Cannibal, soldier/fast: 40 HPi 5 AC. & MPT. melee 
b0O%, hunting knife D110 DAM, 1 ROF. XP value: SO. 

Cannibal, grunt x4: 30 HPs QO ACs & MPT. melee 
b0%. homemade knife DLO DAM, 1 ROF. XP value: 10 
each. 
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THE ARENA 


This is a side game that can be played with or 
without a game master for practicei experience. or 
to pass time- Characters can fight each other. team 
up against others; or place bets on other 
contestants that the players fight. 


THE LOCATION 

The arena is inside a warehouse that has been 
modified to keep stray bullets from killing 
spectators or anyone passing by- The actual world 
location is wherever the characters are. 


THE RULES 

Fights start once the door to the Killing Chamber 
is locked. They end when a faction is rendered 
unconscious and moved to the medical station to be 
revived to 1 HP. Characters cannot use any type of 
heals during the fight or they will be disqualified 
and forfeit any bet they placed. Characters cannot 
loot weapons or armor from contestants. They gain 
half the experience points they would for a normal 
kill- The person or group who gets the highest ona 
DIG roll enters first and takes the starting 
position against the far wall. Attacking fighters 
or spectators outside a match will result in 
everyone present attacking the trouble maker(s). 

The Killing Chamber- 7his is the battlefield. The 
walls of the cavernous room have been lined with 
armor to protect those outside- Large barriers 1-5 
meters high protect each starting point drawn in 
white paint. The ceiling is 10 meters above the 
floor and a forest of steel support beams holds it 
up» The only light source is a large: barred hole 
in the roof that leaves the corners of the room in 
Shadows on the brightest of days: 

Arena Office- The pit boss stays here during 
fights to oversee the bookies. He has two guards in 
the room with him- 

Bookie Room- This is where three bookies track 
bets and fighters through a barred window. 
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Hallway- The door to the office stays locked (-10 
lockpick modifier). Two guards stand here. 

Lobby- This is the main room for most concerned: 
Three large video monitors show feed from le 
cameras in the Killing Chamber- The lobby is 
crowded and most fighters wait outside for their 
turn- Two guards control access to the VIP room. 

Airlock- This is where fighters enter and exit 
the Killing Chamber- Two guards watch over the 
triple-locked.i steel door. 

VIP Room- This is where those who have placed 
bets of more than 10 grams can watch the fight. 
Perks include plenty of elbow room and a monitor 
several times the size of those in the lobby. 

Medical Bay- Losers, and sometimes winners. are 
brought here after the fight. 

Outhouses- These are the bathroom facilities. 
Lack of guards and their position around the corner 
makes them a prime spot to jump someone or get 
jumped before a fight. 

Arena regulars- Most. including the bookies, 
medical team. and spectators.i are unarmed- However, 
there are always challengers and weaker fighters 
hanging around. 

Markus. Pit Boss: 175 HP; 33 AC. le MPT. assault 
rifle 108%. Ak-4?700 DLO DAM, 4 ROF. 4OO AMMO, 
combat armor.1 combat boots. tactical gloves, Dura 
Tuch helmet. tactical pants. XP value: 300. 

Arena Guards x6: &0 HPa 9 ACa & MPT. unarmed 832%, 
spiked knuckles 2D10 DAM. 2 ROF. football pads, 
steel toe boots, work pants, XP value: 100 each- 

Hannibal the Cannibal: 7he current champion- Will 
pause during the fight to lick blood off his sword 
to demoralize his opponent (characters must pass a 
Wit check or have a -1G attack modifier for J 
turn). 240 HPs 19 ACs 14 MPT.1 melee 126%. Katana 
2D10 DAMs 1 ROF.1 armored boots, steel helmet. Dura 
Tuch fatigues, XP value: 4O0O. 

Rot-man: An up-and-comer looking to make a name 
for himself. 160 HP. 1b ACi & MPT. shotgun 198%, 
semi-automatic shotgun 2DLO DAMi 2 ROF. Dura Tuch 
vest, steel toe bootsi tactical pants. XP value: 
250. 

Hope: When asked about her name, this heavily 
tattooed, bald woman says:1 ‘Hope you run fast’. 110 
HP, 19 ACs & MPT. pistol 90%, Death Master Pro 2D10 
DAM, 2 ROF. leather armori hunting boots, combat 
fatigues. small riot shield. XP value: 150. 
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INFO/TABLES 


CHARACTER CREATION AND LEVELING 

Namei sexi ager weight, height. eyesi and hair 
are up to the player. as is non-modifier clothing. 
The player must choose right or left handed for 
called shot/primary hand purposes. 

Characters get 70 attribute points at creation. 
These can be placed wherever the player wants, but 
all attributes must be at least l- 


ATTRIBUTE MODIFIER TABLE (PAGE 54) 

Starting HP equals: 30+2D10+Vigor modifier+Luck 
modifier. All characters gain D10/2 (rounded up) HP 
per level modified by their Vigor and _= Luck. 
Negative modifiers cannot reduce this below ll. 
Characters can fully heal by resting for & hours. 
When advancing a level.i fully healed characters 
keep their full HP. but a wounded character remains 
at their current HP until healed by other means. 

Each character starts with e2D1LOx4¥x-1 grams of 
gold dust modified by Luck at the rate of -l per l- 

All skills start at 10%- Characters get a 20% 
bonus on @ skills representing what they focused on 
before starting their adventure. and 50 additional 
skill points modified by Logic and Luck _ to 
distribute how they want. Characters can pick two 
stage one recipes- All others are found or bought. 

Starting at level 2,1 characters receive 5 skill 
pointsi modified by Logic and Luck.i to put into 
what they want- They also gain the option to spend 
10 skill points to raise an attribute by 1l- Skill 
points can be saved for any length of time. 


SKILL ADVANCEMENT TABLE (PAGE 54) 
LEVEL ADVANCEMENT TABLE (PAGE 54) 


NPCS 

All NPCs use the same tables and skills as player 
characters, but only use the skills required by the 
game master. normally combat. Animals always have 
all their points in unarmed and dodge- Human NPCs 


51 


will have gear roughly equal to a player character 
depending on how difficult the game master wants 
the campaign to be. 

Merchants will have an inventory relative to the 
area they serve. The number of skilled workers, 
their prices. and what they can do for the 
character will depend on the area and how hard the 
game master wants it to be for characters to access 
skill benefits outside their expertise- In general, 
recipes are 3 grams of gold per stage to pay 
someone for a service. Success is guaranteed. but 
the character must supply ingredients. 

Hit Points (HP): How much health the NPC has. 

AC: The NPC"’s adjusted armor class. 

Meters Per Turn (MPT): How fast a NPC moves in 
combat. 

Attack %: The NPC’s adjusted skill with their 
chosen weapon and their focus skill. 

Weapon/damage/ROF/ammo: The NPC"*S weapon. damage 
and ammo- Any ammo they use during the fight is 
subtracted from what the characters can loot. 
Animal NPCs will only have a damage and ROF. 

XP value: How much XP the NPC is worth if killed. 

Armor: Armor or items the characters can loot- 

Vehicle: The type of vehicle. if any. the NPC is 
operating, its AC and HP. 


SAMPLE ENEMY NPCS 

Cannibals- By far.i the greatest risks to life are 
dozens of clansi sometimes cities. of cannibals 
that treat other human beings as prey- Most prefer 
melee weapons so they can bathe in the blood of 
their enemies while fighting and for dismemberment 
before transport. They rarely wear armor, but some 
can be found wearing a suit of human skin leather 
armor. This armor covers the body and _4Ilegs, 
providing AC of 10. Venders will not buy this armor 
and any character who finds a suit can only leave, 
user or carry it along- Nearly all clans have 
specific self mutilations to identify their 
members. The most primitive clans reverted to 
grunts for speech and are hunted by the more 
talkative groups. 

Human skin leather armor: 5S kg. 10 AC. O value. 
Fills body and leg armor slots. 

Cannibal, grunt: 30 HP; O ACs & MPTi melee bL0%; 
homemade knife D110 DAM. 1 ROF. XP value: 1O0- 

Cannibal, grunt/fast: 30 HPs 5 AC, & MPT. melee 
50%. homemade knife D10O DAM, 1 ROF. XP value: 10- 

Cannibal, soldier: 40 HP.i O ACi b MPT. melee 73%, 
hunting knife DLO DAM. 1 ROF. XP value: SOQ. 
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Cannibal, soldier/fast: 40 HPi 5 AC. & MPT. melee 
60%, hunting knife D1O DAM. 1 ROF. XP value: SOQ. 

Cannibal. brute: 80 HP; O ACs & MPT. unarmed 95%, 
spiked knuckles 2D1L0 DAM. 2 ROF. XP value: 150. 

Cannibal. brute/fast: 80 HP. ? ACs & MPT. unarmed 
75%, spiked knuckles 2D1LO DAM. 2 ROF. XP value: 
150. 

Cannibal, dismemberer: 140 HP. DO ACs & MPT. melee 
914%, axe 3D10 DAM, 1 ROF. XP value: 2OO- 

Cannibal. dismemberer/fast: L140 HP, 7? AC, 10 MPT, 
melee 83%, cane knife DIO DAM, 1 ROF. XP value: 
coo. 

Cannibal, clan king: 195 HP, 10 AC, 10 MPT. melee 
978%, sledge hammer 4D10 DAM, L ROF.s XP value: 300- 
Human skin leather armor. 

Cannibal, clan king/ambidextrous: 195 HP. 10 AC, 
10 MPT. ambidexterity &?%/melee 487%. cane knife xe 
DLO DAM each. 1 ROF each, XP value: 300- Human skin 
leather armor. 

Dangerous wildlife- Humans are hunted by animals 
after they have dined on the dead and developed a 
taste for human flesh- Exotic animals escaped from 
zoos or were released by their owners and 
multiplied. Packs of feral dogs are nearly as much 
of a threat as cannibals. The various dogs that 
managed to survive the flood and war produced an 
aggressive. tough breed. 

Brown bear: 140 HP; QO ACa & MPTa1 unarmed 48%; 
CDLO0x2e DAM, 1 ROF. XP value: 200. 

Chimpanzee: 150 HP1 FY ACs 15 MPT1 unarmed 43%; 
CDLOxe DAM, 2 ROF. XP value: 300. 

Dogs small: 30 HP. 5 ACs ? MPTa unarmed 55%. D10 
DAM, 1 ROF. XP value: 10- 

Dog. large: 60 HP. 5S ACs 10 MPT. unarmed 65%, 
CD1LO0x2e DAM, 1 ROF. XP value: SOQ. 

Dog, very large: 100 HP. 5S AC, 10 MPT. unarmed 
60%, 2DL0x3 DAM, 1 ROF. XP value: 150. 

Liger: 145 HPa 4 ACs 15 MPTa unarmed 73%, D1LOx4 
DAM, 2 ROF. XP value: 200. 

Pythons small: 120 HP. ice AC. 10 MPT. unarmed 
70%, 2DLOxe DAM. 1 ROF. XP value: 150. 

Pythons large: 245 HPs 14 AC, 10 MPT. unarmed 
91%, 2DL0x4 DAM, 1 ROF. XP value: 4OO- 

Security forces- This could be a few guards to 
protect a leader. dozens to protect a town, or an 
army to capture territory. Any community that does 
not want consumed by cannibals or raided by someone 
else keeps some form of security. 

Recruit: 50 HPs 7? ACi & MPT. pistol 73%, ur. 
Killer DIO DAMs 1 ROF. 4O AMMO. leather jacket, 
steel toe boots; work pants, XP value: 5Q- 
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Soldier: 80 HPs 15 ACa & MPT. shotgun 41%. pump 
shotgun 2D10 DAM, 1 ROF. SO AMMO, leather armor, 
hunting boots. tactical pants, XP value: 100. 

Squad leader: 130 HP, 23 AC. & MPT. assault rifle 
93%, M-38 DLO DAM, 2 ROF. 200 AMMO, Dura Tuch vest, 
hunting boots. steel helmet. tactical pants. XP 
value: COO. 

Captain: 190 HP. 32 AC. 10 MPTi pistol 113%, 
Death Master Pro 2D10 DAM, 2 ROF. COO AMMO, combat 
armor, combat bootsi tactical gloves. steel helmet, 
tactical pants. XP value: 300. 


ATTRIBUTE MODIFIER TABLE 


1: -5 4: +h 
e: -4 15: +2 
3: -3 1b: +e 
4: -2 1?: +3 
5: -1 14: +3 
b-le: O 19: +4 
13: +1 eo: +4 


+l every two point increase after 20. 


LEVEL ADVANCEMENT TABLE 


Level 1: O XP Level 11: ?000 XP 
Level 2: 25 XP Level 12: 4500 XP 
Level 3: 50 XP Level 13: 12500 XP 
Level 4: 100 XP Level 14: 16000 XP 
Level 5: 200 XP Level 15: 20000 XP 
Level b: 400 XP Level 1b: 24500 XP 
Level ?: 800 XP Level 1?: 29500 XP 
Level &: 1600 XP Level 14: 35000 XP 
Level 4: 3200 XP Level 19: 41000 XP 
Level 10: SOOO XP Level 20: 448000 XP 


Characters advance one level every 10,000 XP after cO.- 


SKILL ADVANCEMENT TABLE 

Less than 30%: 1 point raises the skill by 2%. 
31-50%: 1 point raises the skill by 1%. 
51-70%: 2 points raise the skill by 1%. 
71-90%: 3 points raise the skill by 1%. 

91%+: 4 points raise the skill by 1%. 


MOB RULES DIAGRAM 


Back Front 


Back Front 


Side 
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CALLED SHOT DAMAGE TABLE 


Head: x3 DAM and -20 attack. 

Eyes: xb DAM and -100 attack. 

Arm: xe DAM. cede 1 combat turn. 

Hand: xe DAM. cede 1 combat turna 
with opposite hand. 

Torso: xc DAM. 

Leg: x2 DAM and -c2 MPT. 

Foot: x2 DAM and -4 MPT. 


Vehicle tire: 


and can only attack 


Driving check or lose control. 


-c2O0 


driving check per tire blown. 
KPH TO METERS PER TURN TABLE 
KPH METERS PER SECOND METERS PER COMBAT TURN 
1 O-28 1.345 
10 2-74 13.9 
30 4.33 41-65 
50 13-89 69-45 
70 19-44 7-e 
40 25 125 
110 30-56 152-4 
130 3bh-1 140-55 
150 41-6? 206-35 
170 4?.e2 Cesk.) 


VEHCILE WEAPON FIRING 


ARC DIAGRAM 


ATTACK MODIFIERS 


Attack 
Attack 
Aiming 
Aiming 
Called 
Called 
Called 
Called 
Called 
Called 
Called 


Light rain/snow/fog/dawn/dusk: 
Medium rain/snow/fog/darkness: 


Heavy 
Pitch 
Point 
Up to 
Up to 


ing 
ing 
at 
at 
shot, 
shot, 
shot, 
shot, 
shot, 
shot, 
shot, 


target from rear: 


vehicle tire: -40 
arm: -40 

eyes: -100 
foot: -70 
hand: -75 
head: -7?5 

leg: -30 
torso: -10 


rain/snow/fog: -&0 


black: -100 


blank range (2 meters or less): 
20 meters past weapon range: 
50 meters past weapon range: 
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+20 
target from vehicle: 
target in/on a vehicle: 


-10 
-30 


-10 
-30 


-5 
-10 
-30 


Up to 100 meters past weapon range: -70 
101+ meters past weapon range: -100 
Target prone: +50 

Target unconscious: +100 


Target surrounded by 4+: 


FAILED REACTION TABLE 


1: Roll on the critical reaction table. 

2: Threatens the character with violence 
not leave. 

3-5: Tells the character to leave. 

b-O: Ignores the character. 


CRITICAL REACTION TABLE 


1: Target and anyone with them attacks. 
not attack until end of combat order. 

2: Sucker hits the character. Automatic hit. 
does not attack until end of combat order. 

3-4: Sucker hits the character. Regular chance to hit- 
Character has -3 to their combat order. 

5-9: Attacks the character- Normal combat order. 

O: Gives the character one chance to leave. 


CRITICAL SUCCESS TABLE 


-30 


if they do 


Character does 


Character 


ON FOOT IN VEHICLE SKILL 
1-5: x2 DAM. prone 1 turn x2 DAM x2 results 
b-@: x3 DAM. prone 1 turn x3 DAM x3 results 
4: x4 DAM, prone 1 turn x4 DAM x4 results 
O: Severe hit table Severe hit x5 results 
CRITICAL FAILURE TABLE 
ON FOOT IN VEHICLE SKILL 
1: |Weapon breaks |Weapon breaks. 3DL0 DAM. lose 
& DLO DAM. ingredients. 
2: |Fall.s cede e2 Jami 2 turns to 2D10 DAM. lose 
turns. clear. ingredients. 
3-4: /Ricochet hits |Ricochet hits DLO DAM. lose 
random person |random person in ingredients. 
in range- range with % DAM. 
5-0: |Trip.s cede hl Jam. 1 turn to D1O DAM. 
turn. clear. 
SEVERE HIT TABLE 
ON FOOT IN VEHICLE 
1: x4 DAM, prone 3 turns. x4 DAM, flattens 2 random 
tires.i driver must make 


e: x3 DAM; 


prone ¢ turns. 


check at -30 to keep 
control. 

x3 DAM. flattens 2 random 
tires. driver must make 
check at -20 to keep 
control. 


Sb 


3: x4 DAM, prone 1 turn. x3 DAM, flattens 1 random 
tire. driver must make 
check at -10 to keep 
control. 

4-7: |x4 DAM- x5 DAM. 


&: x3 DAM; prone @2 turns. x4 DAM. driver not hit. 
q: x3 DAM, prone 3 turns. x5 DAMa driver not hit. 
O: Reduced to O HP. 1 & Driver takes all DAM, and 
prone 1 turn if wound must make check at -40 to 
mitigation is in keep control. 
effect. 


LOSS OF CONTROL TABLE 

1: Skid to a stop against a random object and the 
vehicle takes 4D10 x4 DAM. 

2-3: Skid to a stop against a random object and the 
vehicle takes 4D10 xe DAM. 

4=-?: Skid to a stop and take 3D10 DAM. 

4-9: Turns into random object. If another vehicle, 
both skid to a stop and take 4D10 x3 DAM. 

O: Roll on the severe loss of control table. 


SEVERE LOSS OF CONTROL TABLE 

1-5: Vehicle rolls over on its side.1 taking 4D10x3 
DAM. 

b-?: Vehicle rolls completely over, taking 4D10x5 DAM. 

&: Vehicle turns into random object- If another 
vehicle, both roll onto their sides and take 4D10x3 DAM 
to them both. 

49: Vehicle turns into random object- If another 
vehicle, both roll completely over and take 4D10x5 DAM. 

O: Vehicle rolls several times, taking 4D10x10 DAM. 

*xAnother vehicle of the same size or bigger must be used to 
right 4-wheeled vehicles or larger on their sides or roofs- 


EXAMPLES OF SPECIAL UNARMED STRIKES 

-10 chance to land: Knee strike/elbow strike/groin 
blow xc DAM. 

-20 chance to land: Kneecap blow/throat jab/eye poke 
x3 DAM. 

-40 chance to land: Pressure point strike/joint lock 
x5 DAM. 


SUCCESSFUL HERBAL LORE TABLE 


1: Oregano D10x-L kg: Ingredient. 
2: Ginseng D1Ox-1 kg: Ingredient. 
3: Parsley D1Ox-1 kg: Ingredient. 
4-5: Garlic D10x-1 kg: Ingredient. 
b: Aloe Vera D10x-1 kg: Ingredient. 
ra 
& 
5 
0 


Red clover D10x-1 kg: Ingredient. 
Ginkgo Biloba D10x-1 kg: Ingredient. 
Smoking Herb D10/2ex-1 kg: Heals. 
: Roll again and double the results. If O is rolled a 
second timer roll until a O is not rolled and multiply 
5? 


the results by 4- This is 


success modifier. 


SCAVENGER TABLES 


cumulative with any critical 


INITIAL TABLE MISC. 
1: Misc. 1-2: Rag 
2-3: Food 3-7: Glass bottle 
4-5: Scrap Metal &: Heavy spring 
b-?: Fuel 4: Percussion cap 
&: Medical Supplies O: Magnifying glass 
4: Ammo 
O: Electronics 
FOOD SCRAP METAL 
1-3: DLO energy bars 1-2: DLO kg of aluminum 
4-b: DIO cans of food panels 
?: 2D1IO energy bars 3-4: DLO kg of steel 
8-9: 2D1L0 cans of food sheets 
O: D110 condensed food &: DLO kg of iron plates 
packs 9: DLO kg of iron rods 
O: DIO kg of steel rods 
FUEL MEDICAL SUPPLIES 
1-3: 2D10 batteries 1-4: DLO sheets of gauze 
4-6: D1O batteries 5-b: DLO rolls of medical 
7-4: DLO liters of tape 
gasoline 7-8: DLO aspirin 


9: D1O liters of diesel 
O: 2D10 liters of diesel 


9: DIO antibiotics 
O: DLO pain pills 


AMMO 
1-5: 2D10 casings 
b-9: DLO corroded shells 
O: D1O ammo 
AMMO TYPE 
1-5: pistol 
b-?: rifle 
8-9: shotgun 
O: assault rifle 


ELECTRONICS 

1: Transmitter 

2: DLO Rolls of 
electrical tape 

3: Small solar cell 
-b: DLO meters of wire 
LED light 
Circuit board 
DC motor 
receiver 


Ouo0OAN LS 
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